Ponte del Diavolo

By Martin Ebel, © Hans im Gliick, 2007

For 2 players, age 10+, 30 minutes
Translated by Steve McKeogh

Aim  The players try to create as many islands as they can and connect them to each
other with bridges.

Contents 80 tiles in two colours; 15 grey bridges; 1 board; 1 cloth bag.

Preparation  Place the board between the players. Sort the pieces by colour and
place them beside the board.

The ‘Alex Randolph starting rule’: The older player takes two of the light tiles and puts
them on any spaces of the board. The other player now chooses whether to play with
the light or the dark tiles.

Start  The player using the dark tiles, now places two of them.

Rules for playing
Rule 1: Placing
On your turn, you place either

- two tiles of your colour on any free spaces of the board (the two tiles do not need to
be next to each other) or
- one bridge on two of your tiles.

Rule 2: Islands and sandbanks
An island is a formation of 4 tiles of the same E|m n
colour, touching side-to-side (not just diagonally).
An island always consists of exactly 4 tiles,
never any more nor any less.

They can be of any shape possible. il Bl B ol Bl Bl B
A sandbank is a group of 1, 2 These 5 island shapes, as well as
or 3 tiles of the same colour. mirror images, are those possible.

An island cannot touch another island of the same colour or sandbank of the same
colour. It cannot even touch diagonally (Distance rule, see example 1).

Sandbanks can touch each other diagonally (examples 1 and 4).

They can only be extended to form an island if they then do not touch any other island or
sandbank, of the same colour, and do not consist of more than 4 tiles (examples 2, 3
and 5). The distance rule does not apply to islands or sandbanks of different colours!
(example 6).
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The distance rule placed on this space to form Example 3: An island
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as the distance rule would be broken.
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Example 4: The Example 5: A tile cannot Example 6: Tiles of
player extend. be placed here, as you different colours can
a sandbank. S cannot hayeya formation of touch each other
5 tiles of t ame colour. without restrictions.

Rule 3: Bridges and blocked spaces

A bridge connects 2 tiles of the same colour which have one space separating them
(example 7). A tile can only support one bridge (example 8). A bridge cannot be built
over tiles of either colour (example 8). Tiles cannot be placed under a bridge and so
there will be 1 or 2 blocked spaces underneath (example 9).
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Example 7: Bridges Example 8: The bridges to the left Example 9: Spaces 1-4
can be built in these can’t be built like this as a tile can only are blocked.
3 different ways. support 1 bridge. The bridge to the right

can’t be built as there is a tile under it.

End

If the light player can no longer place two tiles and does not want to build a bridge, the
dark player has one more turn. If the dark player can no longer place two tiles and does
not want to build a bridge, the game ends immediately.

Scoring and winner
Each player scores his islands. A single island, which is not connected to other islands,
is worth 1 point. Connected islands (including via sandbanks) count as follows:

No. of islands in connected group 4 5 6 7 8

2 3
Points | 3 6 10 15 21 28 36

The winner is the player with the most points. If there is a tie, the winner is the player
with the most islands. If there is still a tie, the winner is the player with the most bridges.
If there is still a tie, both players have won.



Example of scoring on a reduced board:
has 4 connected islands:

Dark has 2 connected islands (via a sandbank): 3 points. o

He also has 2 single islands: 2 points.

Dark has a total of 5 points.
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Tiles placed contrary to the rules: If tiles of either player have been placed contrary to
the rules, and are not noticed in the next two rounds, stop the game and start again.



